

https://en.wikipedia.org/wiki/Zero-day_(computing)



http://www.tcpdf.org






https://tracker.punyhuman.com/projects/zd/wiki/Glossary_of_Terms#Braincase
https://tracker.punyhuman.com/projects/zd/wiki/Glossary_of_Terms#Cyberspace
https://tracker.punyhuman.com/projects/zd/wiki/Glossary_of_Terms#Meatsack
https://tracker.punyhuman.com/projects/zd/wiki/Glossary_of_Terms#Delta_Wave



https://tracker.punyhuman.com/projects/zd/wiki/Glossary_of_Terms#Junk
https://tracker.punyhuman.com/projects/zd/wiki/Glossary_of_Terms#Loot
https://tracker.punyhuman.com/projects/zd/wiki/Glossary_of_Terms#Gear
https://tracker.punyhuman.com/projects/zd/wiki/Glossary_of_Terms#Programs
https://tracker.punyhuman.com/projects/zd/wiki/Glossary_of_Terms#Contract
https://tracker.punyhuman.com/projects/zd/wiki/Glossary_of_Terms#Magistrate
https://tracker.punyhuman.com/projects/zd/wiki/Glossary_of_Terms#Vandalisms
https://tracker.punyhuman.com/projects/zd/wiki/Glossary_of_Terms#Cyberspace
https://tracker.punyhuman.com/projects/zd/wiki/Glossary_of_Terms#Bunker
https://tracker.punyhuman.com/projects/zd/wiki/Glossary_of_Terms#Influence
https://tracker.punyhuman.com/projects/zd/wiki/Glossary_of_Terms#Datashard
https://tracker.punyhuman.com/projects/zd/wiki/Glossary_of_Terms#Transporter



https://tracker.punyhuman.com/projects/zd/wiki/Design_Overview#Recycling




e Unlock new Container Docks.
¢ Unlock Ghostcasters and Jack-In-Points.
Offer players new Contracts.
Spawn a Magistrate/Incursion.
o Magistrates are required to obtain a Datashard.
¢ Unlock the Mission exit.

Dissent will slowly decrease over time, encouraging the players to make constant forward momentum and take risks. Raising Dissent
it not a matter of completing all the things, but flowing through gameplay naturally and quickly.

¢ Dissent lowers until the Contract is completed, then it locks in.

When the player exits a Mission on either a success or a failure, their Dissent will be converted into Influence. Influence increases
Ranks and Ranks grant the player access to new Gear.

Magistrates
Magistrates are cunning and deeply lethal enemies within each Mission; think of them as a Mission Boss.

Magistrate abilities should reflect the level and vise versa.

There is only one Magistrate per Mission. When they spawn, they begin to hunt the players down.
Magistrates come in a variety of shapes, sizes, weapons, and abilities so each one will present a unique challenge to the players.

e Magistrates carry high-end Gear the players can use.
¢ Players will have to strategize around each Magistrate.

When defeated, the Magistrate drops a Datashard, the item players most desire from the Mission and the item that allows them to
extract in Meatspace.

Magistrates spawn into the level when the Mission reaches a certain level of Dissent.
* Players must raise Dissent through other activities such as Contracts and Vandalisms to get the Magistrate's attention.
Contracts

Contracts are a series of tasks which, upon completion, grant a large amount of Dissent.



Contracts are semi-randomized, with each Mission having several different possible Contracts to increase replayability.

e Each potential Contract will be hand-crafted to guarantee quality.
¢ This supports our Contract/Mission pillar.

Contracts are another way to instill story into Zero Day. Each one presents a unique hardship or downfall of the Arcology players
have the power to reverse.

e This raises Dissent, as Quetzuku does not want a change in the status quo.
e Completing Contracts supports our short and satisfying game loop goal.

Contracts always require both Meatspace and Cyberspace actions. They also often involve combat, and the activities focus on
attacks against Quetzuku.

¢ This supports our shooting and cyberspace pillars.
e This supports our revolution theme.

The function of Contracts and Magistrates in the case of possible multiplayer modes is yet to be discussed in detail.

End Condition

Should all players die and have no Meatsacks left in the Meatlocker, the players have lost. The players will need to start a new
Mission. This rule applies for all game modes. Players can extract from the Mission using a Ghostcaster when they have no
Meatsacks.
When players use a Ghostcaster from Cyberspace, they return to the host player's Bunker.

¢ Everything stored in the Container, such as unused Gear and resources acquired during the Mission return to the Bunker.

o This minimizes player frustration by allowing them to keep some of their progress.
o This supports our unique death mechanic goal.

Resource Acquisition
While playing Zero Day players will acquire Loot which is used in the Printing system.
e With that in mind, this indirectly supports our crafting pillar and player freedom goal.
Players acquire Loot through Recycling and Gear Drops.
Recycling
The levels are filled with Junk left as a byproduct of construction that Quetzuku failed to clean up.
Player's have a piece of equipment that breaks down Junk and Gear into the fundamental Materials used by Appliances.
¢ This equipment is default on all players, does not appear in the Loadout, and does not occupy space in the player's inventory.
¢ Junk includes but is not limited to: bottles, buckets, cables, cinder blocks, data pads, motors, satellite dishes, compressed air
canisters, and computers.
¢ Players can also recycle enemy bodies and dropped Gear while in a Mission.
¢ Recycling supports our revolution theme as players are scraping for resources to fight with.

Players can find Junk anywhere in the levels the player can access.

¢ This supports our meaningful navigation and short and satisfying game loop goals.
o Players will never go somewhere and earn nothing.

Material is vacuumed toward the players and added to their inventory when nearby so long as players have space in the inventory.
Note: Client-side loot is a solution to a possibly frustrating experience, but further testing may prove it an invalid solution. So far,

client-side materials have been appreciated.

Gear Drops



Gear Drops encompass any situation where the player acquires Gear that they did not Print themselves.

Gear drops are most often taken from defeated enemies or found in secured areas unlocked by defeating Quetzuku security or
completing Contracts.

¢ Gear Drops support our short and satisfying game loop goal.
o Players are frequently rewarded with Gear when completing actions that raise Dissent.

Gear Drops are a way for players to obtain higher-Ranked gear or keep the gameplay flowing even when their Gear is lost/destroyed.

e Gear Drops support our player freedom goal by giving players options throughout Missions.
o We also encourage meaningful decisions and strategy offering alternative playstyles to the player.
¢ This presents players with a way to experience Gear before unlocking it, mitigating possible frustration of unlocking Gear and
not knowing how to use it.
e Gear Drops support our revolution theme as players are scraping for resources to fight with.

The Stockpile

The Stockpile is an Appliance that acts as a Material stash for the players.
The Stockpile has unlimited capacity and can be found in both Safehouses.
Players deposit Material in the Stockpile with a simple click and cannot interact with it beyond seeing the Material available.
¢ Players cannot move Materials around in the Stockpile to support our simple inventory management goal.
e Gear is not stored in the Stockpile and remains in the inventory.
o The Weapon Rack Appliance stores Gear in a different manner.
Players have limited inventory, encouraging them to return to the Container to store Material in the Stockpile often.
¢ This helps ensure that should a player fail a Mission, they still stored something of value for the next Mission.

o This prevents player frustration at a wasted run.
o This also supports our short and satisfying game loop goal.

Combat

To support our shooting pillar, players often find themselves in conflict either with other players or Al enemies.

One of the best ways for players to raise Dissent is to engage enemies. Each defeated enemy increases Dissent.
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Defeated enemies also drop Loot to support our short and satisfying game loop goal.

Patrolling Al supports our meaningful navigation goal by giving players gameplay spread across the levels.
Combat can cause players to fall into a fail state to support our unique death mechanic goal.

With a variety of combat-focused Gear, we can also support our player freedom goal.

Players fight enemies either by using Weapons to cause damage in the physical Meatspace or by executing Programs in
Cyberspace to affect their behavior.

¢ This dual-world combat encourages strategic teamwork.
o Combat is one of your primary ways to support the cyberspace pillar.
o Players will work together to plan each encounter around the Weapons and Cybernetics in their Loadout.
o Players occupying different spaces will share information with each other.
o Players in different spaces will have to support each other.
¢ Dual-world combat enhances our out-of-body theme.

Meatspace

Meatspace is the physical world in our dual-world game. This means anything you'd expect to accomplish with a physical body will be
done in Meatspace. This includes:

e Engaging with enemies by damaging their physical bodies and vise-versa.
o Players and Al will use numerous hitscan or projectile-based weapons to damage each other.
o Qur shooting pillar occurs predominantly, if not entirely, within Meatspace.

Looting Gear from enemy bodies.

Protect teammate Meatsacks when they are Jacked-In.

Return to the Container to resupply consumables.

Recycle Junk into Materials.

Taking cover behind physical objects.

Using strategy to outsmart enemies.

Meatspace is intended to feel lethal, limiting, and scary to support our revolution theme.

Cyberspace

Cyberspace is the information/support world of our dual-world game. This means players in Cyberspace will play a powerful support
role to their Meatspace counterparts when Jacked In during combat. This includes:

¢ Executing Programs and Drivers.
o Programs change enemy behavior to your advantage.
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o Programs enhance teammate abilities.

o Drivers improve personal Cyberspace abilities.
e Manipulating the environment to player advantage.
¢ Providing valuable information.

o Enemy locations and Gear information.

o Dropped Gear and Junk locations.

o Objective locations and information.

Cyberspace should feel freeing and incredibly powerful.
e This supports our cyberspace pillar and our out-of-body theme.

Note: This description underplays the importance of Cyberspace. Players should feel that Cyberspace is just as useful as
Meatspace and shouldn't view it as just support.

Life and Death

Meatsacks can be damaged by enemy Weapons; when damaged enough, the Meatsack 'dies.'

Players in Meatspace have limited hit points, a value representing the condition of their Meatsack. During combat, players will take
damage from enemy attacks, subtracting hit points.

¢ Players' Meatsacks can still take damage when that player is in Cyberspace!

If their hit points reach 0, they will die, automatically Jacking them into Cyberspace, and will need to respawn. Players can respawn
themselves through the Meatlocker by traveling to the Container and selecting a new Meatsack from those available.

* Before the player has a new Meatsack, they can only control their Cyberpawn, and they will be unable to Jack Out.
* This supports our unique death mechanic goal.
¢ Using Meatsacks as a disposable resource supports our out-of-body theme.

o Having limited Meatsacks crafted from Junk the player finds in the world enhances out revolution theme.

While in Cyberspace after death, the player has a limited amount of time where they can perform at their full Cyberspace capacity.
After this time ends, the Cyberpawn lacks the energy to use Cybernetics, and it's wise to respawn.

Note: We have often discussed a Brain Case mechanic, wherein player's will have their Cyberpawn limited by the physical Brain
Case they are attached to. This means their teammates would have to carry the Brain Case to the Safehouse for respawn.
While a very cool, thematic concept, this mechanic introduces many design challenges we would have to solve before
implementing such a system.
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